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(54) Title: SLOT MACHINE GAME - HIDDEN PRIZE 
(57) Abstract 

A slot machine includes a prize display (12), a 
coin entry slot (13), a payout tray (14) and internally 
mounted game control processor circuits. The game 
display means (11) comprises a video display screen 
(11) controlled to display a game image divided 
into a matrix of elements or player selectable zones. 
The video screen has an array of touch sensitive 
areas located on its display surface with one such 
area associated with each matrix element (40-48). 
The player selects one of the matrix elements (e.g. 
44) by touching the screen within the area of the 
respective element to be selected, thereby causing 
the image in the element to change to reveal the 
associated prize value. Additional player controls are 
implemented by displaying images (18, 19, 20, 21 , 22, 
23), corresponding to controls on the screen such that k 
when the control images are touched, the associated 
function is caused to be performed. In the event that 
the player wins the game, by aligning three of the 
selected zones in a straight line, the machine will pay 
him a prize equivalent to the sum of the prizes (e.g. 
51 and 55 in the figure) displayed in the zones selected 
by the player multiplied by the number of units bet, 
if appropriate. 




18' I? ZQ 



FOR THE PURPOSES OF INFORMATION ONLY 



Codes used to identify States party to the PCT on the front pages of pamphlets publishing international applications under the PCT. 



AL 


Albania 


ES 


Spain 


LS 


Lesotho 


SI 


Slovenia 


AM 


Armenia 


FI 


Finland 


LT 


Lithuania 


SK 


Slovakia 


AT 


Austria 


FR 


France 


LU 


Luxembourg 


SN 


Senegal 


AU 


Australia 


GA 


Gabon 


LV 


Latvia 


sz 


Swaziland 


AZ 


Azerbaijan 


GB 


United Kingdom 


MC 


Monaco 


TD 


Chad 


BA 


Bosnia and Herzegovina 


GE 


Georgia 


MD 


Republic of Moldova 


TG 


Togo 


BB 


Barbados 


GH 


Ghana 


MG 


Madagascar 


TJ 


Tajikistan 


BE 


Belgium 


GN 


Guinea 


MK 


The former Yugoslav 


TM 


Turkmenistan 


BF 


Burkina Faso 


GR 


Greece 




Republic of Macedonia 


TR 


Turkey 


BG 


Bulgaria 


HU 


Hungary 


ML 


Mali 


TT 


Trinidad and Tobago 


BJ 


Benin 


IE 


Ireland 


MN 


Mongolia 


UA 


Ukraine 


BR 


Brazil 


IL 


Israel 


MR 


Mauritania 


UG 


Uganda 


BY 


Belarus 


IS 


Iceland 


MW 


Malawi 


US 


United States of America 


CA 


Canada 


IT 


Italy 


MX 


Mexico 


UZ 


Uzbekistan 


CF 


Central African Republic 


JP 


Japan 


NE 


Niger 


VN 


Viet Nam 


CG 


Congo 


KE 


Kenya 


NL 


Netherlands 


YU 


Yugoslavia 


CH 


Switzerland 


KG 


Kyrgyzstan 


NO 


Norway 


ZVY 


Zimbabwe 


CI 


C6te d'lvoirc 


KP 


Democratic People's 


NZ 


New Zealand 






CM 


Cameroon 




Republic of Korea 


PL 


Poland 






CN 


China 


KR 


Republic of Korea 


PT 


Portugal 






cu 


Cuba 


KZ 


Kazakstan 


RO 


Romania 






cz 


Czech Republic 


LC 


Saint Lucia 


RU 


Russian Federation 






DE 


Germany 


LI 


Liechtenstein 


SD 


Sudan 






OK 


Denmark 


LK 


Sri Lanka 


SE 


Sweden 






EE 


Estonia 


LR 


Liberia 


SG 


Singapore 







WO 98/09259 



PCT/AU97/00554 



SLOT MACHINE GAME - HIDDEN PRIZE 

Introduction 

The present invention relates to gaming machines of the type 
generally referred to as slot machines, fruit machines or poker machines, and 
5 in particular the invention provides a new game played on such a machine. 

Players who regularly play gaming machines quickly tire of particular 
games and therefore it is necessary for manufacturers of these machines to 
come up with innovative games or game features that add interest to the 
games provided on such machines in order to keep the players amused and 
10 therefore willing to continue playing the game. 
Description of the Prior Art 

Gaming or poker machines have been well known in the state of New 
South Wales for many years and have more recently gained considerable 
popularity throughout Australia, with quite substantial amounts of money 
15 wagered on these machines. There is a growing tendency for State 

governments to legalise the use of gaming machines by licensing operators, 
with resulting revenue gains through licence fees and taxation of monies 
invested. The licensed operation of gaming machines is the subject of State 
legislation and regulation. This regulation almost always dictates a 
20 minimum percentage payout for a gaming machine. For example, a 

minimum of 85% of monies invested must be returned as winnings, and 
manufacturers of gaming machines therefore must design their machines 
around these regulatory controls. 

With the growth that has occurred in the gaming machine market 
25 there is intense competition between manufacturers to supply the various 

existing and new venues. When selecting a supplier of gaming machines, the 
operator of a venue will often pay close attention to the popularity of various 
games with their patrons. 

Therefore, gaming machine manufacturers are keen to devise games 
30 which are popular with players, as a mechanism for improving sales. 

In particular, manufacturers regularly devise new games which have 
not previously been seen on slot machines in order to stimulate renewal of 
player interest. 
Summary of the Invention 
35 A slot machine including display means arranged to display a game 

being played on the machine, game initiating means to initiate a game on the 
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machine and game control means responsive to the initiating means to 
control the playing of the game, characterised in that the display means is 
arranged to display: 

a game image having a plurality of player selectable zones, the 
5 control means including player zone selection means, prizes being associated 
with at least one of the zones and the control means being arranged to 
display an indica in a zone selected by a player, the indica being 
representative of the prize, if any, associated with that zone, the game 
requiring the player to select one or more zones to produce a game result and 
10 in the event of the game result being a winning result, the machine awarding 
the prizes indicated by the indica revealed in the zones selected by the 
player. 

The game image may either be a static image or a dynamic (ie video) 
image, depending upon the particular embodiment of the invention. 

15 In one embodiment, clues are provided to assist the player in 

determining the probability of a particular zone being the winning zone. 

Some embodiments of the invention will include some zones which 
have a zero prize value such that if randomly selected by the controller and 
selected by the player, no prize is awarded to the player. 

20 Preferably, the zone selection means includes touch sensors 

associated with the display means such that touching the display means 
within the area of one of the player selectable zones causes the respective 
zone to be selected. Preferably, the display means is a video screen or LCD 
panel and touch sensors are touch switches associated with zones of the 

25 display. 

In preferred embodiments, the game is an interactive game where the 
player plays against the machine, or possibly another player. In one 
embodiment the game is tic-tac-toe and the player accumulates prizes for 
each square selected and wins the prizes by winning the game. Other 

30 embodiments may play games such as battleship or "concentration" where 
the player is required to match hidden images of prize values to win. 
Brief Description of the Drawings 

Embodiments of the present invention will now be described by way 
of example with reference to the accompanying drawings in which: 

35 Figure 1 illustrates a touch screen slot machine incorporating the 

present invention; 



WO 98/09259 



PCT/AU97/00554 



Figure 2 illustrates a screen layout for an embodiment of the 
invention; 

Figure 3 illustrates the screen layout of Figure 2 after a winning zone 
has been selected; 

5 Figure 4 illustrates the screen layout of Figure 2 after a non-winning 

zone has been selected; 

Figure 5 is a flow chart showing operation of the game described with 
reference to Figure 2; and 

Figure 6 is a schematic diagram of a slot machine control circuit. 

10 Detailed Description of the Preferred Embodiments 

In the following detailed description, the methodology of the 
embodiments will be described and it is to be understood that it is within the 
capabilities of the non-inventive worker in the art to introduce the 
methodology on any standard microprocessor based gaming machine by 

15 means of appropriate programming. 

Referring to Figure 1, the illustrated embodiment of the invention is 
housed in a conventional slot machine cabinet 10 including a prize display 
12, a coin entry slot 13, a payout tray 14 and internally mounted game 
control processor circuits (refer to Figure 6). 

20 Preferably, the game display means 11 comprises a video display 

screen 11 controlled to display a game image divided into a matrix of 
elements or player selectable zones. The video screen is preferably of the 
touch sensitive variety, having an array of touch sensitive areas located on its 
display surface with one such area associated with each matrix element 40- 

25 48 (refer to Figure 2). The player selects one of the matrix elements (eg. 44) 
by touching the screen within the area of the respective element to be 
selected, thereby causing the image in the element to change to reveal the 
associated prize value (refer to 44 in Figure 2). Additional player controls 
may be implemented by displaying images 18, 19, 20, 21, 22, 23, 

30 corresponding to controls on the screen such that when the control images 
are touched, the associated function is caused to be performed. 

Referring to Figure 2, a screen layout is illustrated for a first 
embodiment of the invention. In this embodiment, one such player control 
is a gamble button 23, which when touched causes a game to be initiated. 

35 Additionally, buttons 18, 19, 20, 21 and 22 enable bets of 1-5 credits to be 
placed on each game. The player first touches the gamble button 23 which 
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causes the game to commence and an image into a matrix of image elements 
40-48 to be displayed. In the displayed embodiment, the game is tic-tac-toe. 

Once the image is displayed, the player may select his bet which will 
be deducted from his available credit (and will cause the prize to be 
5 multiplied by the number of bet units selected). In some embodiments bet 
selection may not be provided and all bets will be of one unit. 

After the player has selected his bet using buttons 18-22 he may 
select an image element by touching the appropriate screen position (eg. 44). 

Referring to Figures 2, as the player selects an image element it is 
10 marked with a symbol 51 indicating it as a player square and the associated 
prize indica 52 is displayed (5 credits in the case of zone 44) to reveal a prize 
value. 

The machine will then select an image element (53 in Figure 3) and 
then invite the player to select an element, until the game has been won by 

15 the player or the machine or the game has become unwinnable. In the event 
that the player wins the game, by aligning three of the selected zones in a 
straight line, the machine will pay him a prize equivalent to the sum of the 
prizes (eg 51 and 55 in Figure 4) displayed in the zones selected by the player 
multiplied by the number of units bet, if appropriate. 

20 Games may also include additional twists such as hidden penalties or 

bonuses. For example, selecting a certain square might reveal a message (56 
in Figure 4), to take an extra selection or alternatively to miss a turn, which 
would significantly effect the outcome of the game. 

Referring to Figure 5, a flow diagram is illustrated to show the logic 

25 of a control program which controls the operation of the game. From this 

diagram it will noted that, after starting, the machine awaits the touching of 
the gamble button 23 to commence the game. The control program then 
causes the display of an image comprising a matrix of image elements and 
randomly associates prizes with each displayed indicia. The game image 

30 may be the same for each game or may be a variation on the same theme with 
different backgrounds and orientations of characters etc. In the case of tic- 
tac-toe, each game would be the same, excepting that the machine might 
randomly award the first move either to itself or the player. 

The program to implement the sequence of figure 5 runs on a 

35 standard gaming machine control processor 31 as illustrated schematically in 
Figure 6. This processor forms part of a controller 30 which drives the 
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5 

display screen 11 and receives touch input signals from touch sensors 32 as 
well as receiving coin input pulses from a coin chute mechanism 33 and 
driving a coin payout mechanism 34. 

It will be appreciated by persons skilled in the art that numerous 
5 variations and/or modifications may be made to the invention as shown in 
the specific embodiments without departing from the spirit or scope of the 
invention as broadly described. The present embodiments are. therefore, to 
be considered in all respects as illustrative and not restrictive. 
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CLAIMS: 

1. A slot machine includes display means arranged to display a game 
being played on the machine, game initiating means to initiate a game on the 
machine and game control means responsive to the initiating means to 
5 control the playing of the game, characterised in that the display means is 
arranged to display a game image having a plurality of player selectable 
zones, the control means including player zone selection means, prizes being 
associated with at least one of the zones and the control means being 
arranged to display an indica in a zone selected by a player, the indica being 
10 representative of the prize, if any, associated with that zone, the game 

requiring the player to select one or more zones to produce a game result and 
in the event of the game result being a winning result, the machine awarding 
the prizes indicated by the indica revealed in the zones selected by the 
player, 

15 2. The slot machine of claim 1 wherein the game image is a static 
image. 

3. The slot machine of claim 1 wherein the game image is a dynamic 
image. 

4. The slot machine of claim 1, 2, or 3, wherein clues are provided to 
20 assist the player in determining the probability of a particular zone being the 

winning zone. 

5. The slot machine as claimed in any one of claims 1 to 4, wherein the 
game includes one or more zones which have a zero prize value such that if 
randomly selected by the controller and selected by the player, no prize is 

25 awarded to the player. 

6. The slot machine as claimed in any one of claims 1 to 5 ; wherein the 
zone selection means includes touch sensors associated with the display 
means such that touching the display means within the area of one of the 
player selectable zones causes the respective zone to be selected. 

30 7. The slot machine as claimed in any one of claims 1 to 6, wherein the 
display means is a video screen. 

8. The slot machine as claimed in any one of claims 1 to 7, wherein the 
display means is an LCD panel. 

9. The slot machine as claimed in any one of claims 1 to 8, wherein the 
35 zone selection means is a set of touch switches associated with zones of the 

display. 
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10. The slot machine as claimed in any one of claims 1 to 9, wherein the 
game is an interactive game where the player plays against the machine. 

11. The slot machine as claimed in any one of claims 1 to 9, wherein the 
game is an interactive game where the player plays against another player. 

5 12. The slot machine as claimed in any one of claims 10 or 11, wherein 
the game is tic-tac-toe and the player accumulates prizes for each square 
selected and wins the prizes by winning the game. 

13. The slot machine as claimed in any one of claims 10 or 11, wherein 
the game is battleship where the player is required to find objects (ships) 

10 hidden by his opponent to win. 

14. The slot machine as claimed in any one of claims 10 or 11, wherein 
the game is "concentration" where the player is required to match hidden 
images of prize values to win. 
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